Maxi-BASIC Game Set 8

After having loaded the Maxi BASIC Interpreter or Business BASIC program into
your microcomputer and selected the appropriate option (i.e., TV-only or Hardcopy) ,
start your audio cassette playing at the proper point and then type

LOADcr

Then wait until the
READY

message appears on the screen.
The programson this tape are recorded in the following order:

#1 ROAD RACE®(64-TVC only) 43 -.;
#2 FIENDS AND SINNERS (3.
43 QUBIC

Once the READY message appears after the load, type

_ RUNcr
to start the program running.

A11 programs on this tape are self-documenting in terms of execution instructions
or there are instructions provided in the documentation. In addition, the directions,
where applicable, can be read in the accompanying source Tistings as well as in the
run examples.

Since BASIC is a character and line oriented language, these programs should
run equally well with either a 32 or 64 character video display. However, there
is the possibility that minor changes in some of the PRINT statements might make
the output more appealing to an individual user  Such changes are left to the
discretion of the user since complete source and run listings have been provided.

 k %k * Kk * %k

ROAD RACE:

Written by Jeff Kearns, Edmond, OK 73127. This game is "real time" in that
the player actually controls his car down a rapidly moving, randomly generated road.
Steering is accomplished by depressing either the right or left arrow keys on the
keyboard. The level of difficulty can be set from 'easy' to 'impossible' by varying
the width of the road, road difficulty and car steerability. The 'invisible' input
is accomplished with the INPut command with the input value being compared to a
decimal '8' (steer left) or '12' (steer right). All other characters except Control C

are ignored.

FIENDS AND SINNERS:

Contributed by Holden Caine, Melville, NY 11746. This game begins with three
of satan's fiends (moved by the computer) playing against a group of condemned
sinners (moved by the user). If the sinners win, they will be set free. If they
do not win, they will be thrown into the 'black pit'.

The playing field is a 5*5 board which changes in the initial setup with every
game. A sinner may move into any adjacent empty square. A fiend moves only into
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an adjacent square which contains a sinner who is then captured and removed.
There are NO DIAGONAL MOVES and NO JUMPS.

The sinners win if the three fiends are all in the same row or column. The .
sinners lose if the fiends cannot capture a sinner when they move. To move a sinner,
type 3 characters: the row (a letter) and column (a digit) which gives a sinners'
current location and then the direction of the move (a letter - N,S,E or W).

QuBlIC:

Adapted by Holden Caine, Melville, NY 11746 from DEC's "101 BASIC Computer
Games". QUBIC is a three dimensional version of Tic-Tac-Toe played in a 4 X 4 X 4
cube. Each move is made by inputting a three digit number. The first digit is
the level number; the second digit is the row number which is printed on the left
side of the TV monitor; and the third digit specifies the column number.
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FEATY
1151

5 REM WRITTEN BY J. KZARNS

17 GOSUE 1232 |

zo #° ROAL RACE'®

S

492 INFUT "DC YOU NETD RULES ? (Y OR N) " ,A%

22 IF AS(1,1)= "N TEEN 392

£ #

7% #.Thf RULES ART QUITE SIMPLE, YOU ARF IN CCAMIRCL OF A SMALL’
c¢ # CAR ON A LESFRTED COUNTRY ROALD. BCTY THE ROAD’S WIDTH AND
¢z #"LFGRIT OF DIFFICULTY CAN RBF SIT BY THE PLAYER AS CAN THE"
122 # CAR’S {ANDLING ARILITY. BELCY IS A SAMPLT STCTICN OF EKOAD.
112 7

12¢ INPUT “( HIT “RETUVEN" )7, 4%

.
4¢ #° e HOAD WIDTH ——m————mm v
914
£9 ! e sl . ook
7 "' 3eske e
&v e el "
G2 " e o deste *
22 #° ke : e

¢ . EARNS 25

2 = 13 s PRI

‘5 ¥ ERE .. e

o

i " 4 - o

# #  LTFT WALL YOUR CAR RIGHT wALL"

NPUT " ( EIT “RFIUBRAN. )7, A8

ONCE T4: CAME FZICINS TEL ECL WILL BEGIN TO MOVE ARCUT"
"4T A RATHTR RAPID RATS. YOUR CBJECTIVE IS TO KEEP YOUR
"CAR BETWFEN THE WALLS BY STEFRING WITH T3F ‘LEFT’ AND'
"’KIGHT APROW’” XEYS, RCAT DIFFICULTY CAN 3L SET FROM 1~

G
4, ¥ITH 4 EFINC 75T HARDTST. STFERARILITY DETFRMINFS

FOVR BN D N R R N B R 2 NN C G N S (R TN L PO DI N DI AT R AIDD A D) b b b s s b
SO XM LA T 0 U fa P (O A N D DT e

mHﬂﬁﬂOHHHHHHm>hnthﬁuhnnnmn#nnnunuhu&urnn

7
7
¢
7
5
¢
2 #°70
¢ # EOW QUICKLY mar CAR RESFONDS. THF MORF DIFFICULT YOU™
¢ # MAYXE THE CCURSY FCE YCURSELF, TWE MCRF ECNUS PCINTS YCU®
@ # GAIN. YOU blAPm WITY 122 POINTS. GOOD LUCK!
@
¢ A=1272
7 E=2
¢ INFUT "INEUT THE IFSIAID 20AD WIDTH (5-28) 27 ,w
17 ((¥<5)4(wDZ8))=1 TAEN 417 _
A INPUT "INBUT THT CCURSE DIFFICUTTY (1-¢4) 27,D
2 1T ((Tx1)+(D>4))=1 THIN 4302 §
2 INPUT "INEUT CAR’S STEERARILITY (1-3) 27,4
2 1F ((Hel)+(d>2))=1 THEN 452
¢ GGSUB 1232
¢ =INT(nNE(1)*ZE+1)
2 F=T+INT(W/2)
¢? C=1% sc (RNT(1)=2.3)
%1¢ IF (=2 THEN Rec
27 FOR N=1 T0 12

00 HTAE(T—=1); 5 s TAR(E); " e 3 TAB(T+ws1); Hok”
fay NEXT

222 IF INT(IND(1)*12)>8 THEN C=C*{-1)

562 T=T+C
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572 IF T>1 THEN IF T<3¢ THEN 6€¢¢

282 C=C*(-1)

562 T=T+2%(

600 I=INP(2Z)

€12 F=P+H*(I=12)-T%(1=8)

6z¢ IF P<=T THFN &&@

€3 p>=T+¥ THEN 707 o T
€42 (T=1); %% JTAR(P); s ;TAB(T+W+1);
£5¢ 1
€€ =1292 THFN $3¢
€72 GCT ) .

E6C HTAEB(P); " :: 3 TAB(T+w+1); "#x"
€90 GOTO 718 o
722 #TAB(T-1); %" ;TAR(P); s:’
712 GCSUB 185¢

¥
TA
=k
F

@ = 3
O 4 o X

g
=
-

[G1IVN]

72¢ # wak KABOOM e’
739 FCR N=1 TO 8

747 §

752 NEAT

7€0 A=A-12

77¢ # YOUR SCORE IS NOW ;A
787 #

7¢¢ 1F A>2 THEN 832

g€2¢ #" YOU LGSE THE GAME"
812 #

B2¢ GCTO 1212

832 FCR N=1 TC 12

54¢ FOR V=1 TC 50

852 CUT 2,168
£6¢ NEXT
872 #" ",
552 FOR M=1 TO 52
£SC 0=1234%43Z21
927 NEXT
612 NEXT
€z GOTO 47¢
052 GOSUB 1952 §
¢49 #" VERY GOOD ! YOU WIN TEE GAME !
<50 # }
9€2 #"YCUR SCORE IS ;A
g72 B=28-W+10*I+(€-H)*12Z 3
¢r¢ #"YOUR RONUS POINTS TOTAL "B
002 &
1422 #"YOUR FINAL SCORE I35 wik "jBepj” ¥
1e1e & .
122@¢ INPUT "WOULD YCU CARE TO PLAY ANOTHER GAMF ? ,S%
1232 IF S$(1,1)="Y THEN 380
1242 GCT0 128¢
1232 FOR M=1 10C 16
1262 #
127¢ NEXT
1282 KETUAN
12¢2 END
READY }
FRINT FRFE _ (2)
g4z
ot

‘
s

| -
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REATY
RUN

RCAD RACE
DO YOU NEFD RULES ? (Y OR N) Y

THE RULES ARE QUITE SIMPLF. YCU ARE IN CONTRCL OF A SMALL
CAR ON A DESERTED COUNTRY ROAD. EOTH THE ROAD’S WIDTH AND
DEGKEE OF DIFFICULTIY CAN BE SET BY TEE PLAYER AS CAN THE
CAR’S HANDLING ABILITY. BELOW IS & SAMPLE SECTION OF ROAD.

( HIT “RETURN‘ )

e ROAD WIDTH ------——- v
e e 3] %ok
PEENS o oSk
et s e b3
Aok o e e o
sk e M
38R e siexe
L2 < %ok
3 e RIS
LEFT WALL YOUR CAR RIGHT WALL

( 41T “RETUAN )

ONCE THE GAME BEGINS THE ROM WILL BFGIN TO MOVE ABOUT
AT A KATHER RAPID RATE. YCUP CBJEC1IVE IS TO KEEP YOUER
CAR BETWEEN TH¥ WALLS BY STEERING WITH THE ‘LEFT” AND
‘AIGHT ARROW’ KEYS. ROAD DIFFICULTY CAN B3E SET FROM 1
TC 4, WITE 4 BEING THE FARLEST, STEFRABILITY DETERMINES
EO% QUICKLY THE CAR RESPCNDS. THE MORE DIFFICULT YOU
MAKE THE COURSE FOR YOURSELF, TYE MORF BONUS FOINTS YOU
GAIN. YCU START WITE 122 PCINTS. GOOD LUCK!

INPUT THE DESIRED ROAL WIDTH (5-28) 7?28
INFUT THE COURSE DIFFICULTY (1-4) 2?1
INPUT CAR“S STEFRABILITY (1-5) 21
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T 28ADY €70 1=8 1268 D(R1+R(J1),C1eC(J1))=1

LIst 680 I=]+1 1 GO0 476

€08 J=T1+l 1§== 91 " 12349

188 REM **+ FIENDS & SINNERS *** 7080 J=J-1 13160 NIJ-1T05

11# DIW D(?,7),P(12,4) 710 T9=INT(RND(#)%J)+1 13; ocnns(J+gsz)-

128 DIM H(3,6) 7286 D(P(79,1),P(19,2))=0 8 FOR

' 138 FORJ=1T04 738 D(P(79,3),P(T9,4))=2 1340 ou J J.l)*l 60TO0 1350,1368,137¢

148 READ R(J),C(J) 748 IFIC3THEN7O0 . 1359 # 160701388
{158 NEIT J 750 #7<<< THE SINNERS ART WINNERS >>> 1368 #°. ~;:60T01380

166 DATA -1,8,0,1,1,0,08,-1 768 GOSUB 1300 e 1370 ¥ ;

178 DATA 78,6S5,83,87 770 # THE ;22~T0;  SINNERS LEFT ARI FREL™ :# 1380 NRIT K . -
' 160 FORC=1TO4:READA(D):NEXT 788 #° :#  :EXITiS€ 1398 IFJ=2TREN# L

198 FORJ=6T06 798 FORK=1705 1400 1¥J=3THENS Li¢

288 FORK=8#706 £E88 RO=C 1410 I[{=4TIENI S

218 IF(6~J)*J=#THEN250 18 (o=@ 1428 # :NEBIT

228 IF(6-K)*E=@THEN250 €20 FORL=1705 1430 RETURN

238 D(J,K)=1 E3® IFD(K,L)<>2THENS7S READY

248 GOT0269 - . £40 RO=RO+1

258 D(J,K)=4 858 IFRO<=ITHENS7S®

260 NEIT 868 EIIT 9%e

278 NEXTJ 878 I¥D(L,K)<>2 THENO1#@

288 T0=0 €80 C9=C9+1

269 FORI=17T02 €88 IFC9<=1 THEN 918

288 FORK=1T05 oe® EXIT 978

318 U(X)=K 918 NEXTL

328 NEXTK 92¢ NEITK

338 FORJ=1T03 G386 GOSUB 1306

24@ L=INT(RND(D)*5)+1 94 IFTB<22THINEIIT1160 -

358 IFU(L)CITHEN340 95¢ # THATS TEE END OF THE SINNERS

268 H(I1,J)=L 968 EXIT 190

279 U(L)=-1 S7¢ D(P(79,1),P(76,2))=2

388 NEXTJ 98¢ D(P(T9,3),P(T9,4))=1

398 NEXTI 990 FORJ1=1T04

488 FORJ=1703 1s0e U(J1)=P(J,J1)

418 D(E(1,J),H(2,J))=2 10120 NEXTJ1

420 NEXTJ 18290 FORJ1=1T04

438 & gxsubs & SINNERS" 1628 P(J,J1)=P(T9,J1)

448 #° :#"BIRE’S THE INITIAL SETUF: 12408 NEXTJ1

458 COSUB_130¢ 150 FORJ1=1T04

460 # " :#"FIENDS MOVE FIRST" 1968 P(T9,J1)=U(J1)

478 T1=9 1878 NEXTJ1

48¢ FORJ=1TO5 1880 IFJC<O1TEENTEQ

492 FORK=1T05 1858 coro 68e .

88 IFD(J,K)<D2THENSO® 1108 # " :INPUT SINNERS MOVE ? ~,E$

€1® FORL=1TO4 11180 IFLEN(E$)<3THEN117I

520 1¥D(J+R(L),K+C(L))<>1TEENEES 1126 IFE$<>"BYE THEN1148

538 T1=T1+1 1120 #"GAVE UP FE? :G60T063@

54¢ P(T1,1)=J 1140 R1=ASC(P$(1))—64

£5¢ P(T1,2)=X 1150 IF(S-R1)*(R1-1)<@TEBEN1178

€68 P(T1,3)=J+R(L) 11680 GOTO 1198 .

70 P(T1,4)=K+C(L) 1178 # ILLEGAL MOVE...TRY AGAIN

€8¢ NEXT L 1188 GOTO11£80

598 NEIT K : 11980 C1=ASC(E$(2))—48

€08 NEXT J 1280 1F(5-C1)*(C1-1)<@THEN1170

€18 IFT1>BTEENEEQ 1210 FORJ1=1TO4

€20 # BAD NEWS...FIENDS CAN’T MOVE™ 1228 IFASC(E$(3))=A(J1)TBENEIIT124¢

630 # THE SINNERS BAVE LOSTI!!™ 1238 NEIT J1

€40 GOSUB 1308 1248 I1F(5-J1)*(J1-1)<OTEEN1178

€58 GOTO 199 1258 IPD(R1+R(J1),C1+C(J1))<>BTHEN1179

€68 TE=T8+1 126¢ I¥D(R1,C1)<>ITREN1170

127¢ D(R1,C1)=6
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READY
RUN

FIENDS & SINNERS

BERE’S TEE INITIAL SETUP:

1224

™Y b D
.

e £ b B
.

SINNERS MOVE

123 4

. .

SINNERS MOVE

SINNERS MOVE

1234

Ll o N - B
i

#e o M

5

%

#eo 0

5

7 D4E
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SINNERS

—
N
o o (A4

O

MOVE

MOVE

4

MCVE

E4V

& 5 »

SINNERS MOVE © AZE
<<< THE SINNERS ARE WINNERS >>>

12245
A .. =
oo o oo N
C s o & ¥+E
T . S
E . *
TEE 9 SINNERS LEFT ARE FREE

FIENDS & SINNERS

HERE'S TEE INITIAL SETUP:

12345
A . ..
B = o . N
C s o W+E
D . S
E 5 o o
FIENDS MOVE FIRST
12345
A ¥ s 5
B S oo oo oo N
© o, ¥+E
L o o o S
E .

READY
LIST

18 REM ®#*%* QUBIC *%#%% MAY 7?7

28 REM - ADAPTED FOR MAXI-BASIC

38 REM - THE AUTHOR IS UNENOWN
40DIML(76),X(64),1(16),M(76,4)
SFORI=1TO16:READY(I) :FORU=1T04
€0X=X+1:M(I,U)=X:NEXT _ .

784 :IFI=S5THEN#TAB(6); #%% QURIC ***

EONEXT:J=1

O8P0RZ=1T04:FORI=2T0Z+12STEP4: FORY=XTCX+48STEP16
108M(1,J)=Y:IFJ=4THENI=141
118IFJ=4THENJ=1BLSEJ=J+1

120NEXT :NEXT:NEIT
130FO0RX=1T04:FORY=XTOX+60STEP4:M(1,J)=Y: IFJ=4THENI=1+1
1481FJ=4TEENI=1RLSEJ=J+1

15ONEXT:S4=S4+" ":NEXT
168F0RX=1T076:FORY=1T04 :READM(X,Y) :NEXT:NEXT
178F0RT=1T064:X(T)=0

18ONEIT

198INPUT DO YQU _WANT TO GO FIRST?
2001FS$(1,1)="N"THEN3ES®
21#60701230 g !

228 INPUT1I GO>" ,J1:6 < ;:60SUB121P
230K1=INT(J1/106€):J2=(J1-K1*104)
248K2=INT(J2/18):E3=J1-K1%1p6-K2*18
Z50M=16%K1+4¥L2+K3-20

2681F( (MC1)OR(M>64)O0R (K1*E2%K3=8 ) )=1THEN28S
2781FX(M)=8THEN298 i

284" “:4 *#% [LLEGAL MOVE **%":G0T01236

298X (M) =1

388GOSUB780
218FORJ=1T03:FORI=1T076:0NJGOTO320,379 ,4480
Z2ONEIT:NEXT:G0TO638

23OITL(I)<>4THENI20 .

34047 ":# YOU WIN WITH...

3I59FORI=1TO04:M=M(1,J)

3€0GOSUB74€: NEXT:60T01360

I7OIFL{I)<>15THEN3Z®

388FQRJ=1TO04:M=M{I,J5): IFX(M)<>OTHEN4ZSELSIX(M)=5
396#" ":#"1 MOVE TO ;:G0SUB748

408NEXT R

41¢ # AND WIN YITH:

428T0RJ=1TC4:M=M(I,J):GOSUB748

439NEXT:C0TO1388 . .
4481FL(I)<>3TREN32eELSE# :# NICE TRY, BUT I TAKE ;
458F0RJ=1TO4:M=M(I,J}:IFX({M)<OETHINA7®
46€X(M)=5:C0SUB74@8 :EXITZ1®

47@NEXT :GOTO638

489FORI=1T076
490L=X(M(I,1))+X(M(I,2))+X(M(I,3))+X(F(1,4))
ceoL(1)=L

18I FL<2THENS6OELSEIFL)>=3THENSGS
E20IFL>2THENEXIT1049

E39FORI=1T04

S40IFX(M(1,J))=@THENX (M(I,J))=1/8

ESONEIT

S6ONEXT :GOSUER788S

E7®FORI=1TO076:IF( (L(1)=.5)0R(L(1)=1+3/8) )=1THENEZIT1130

+S$:IFLEN(SS)=0THEN21®




Nt &
S8ONRIT:GOTO87S

5081=1
EOOITX(Y(Z) )=8TEENG2OELSE2=Z+1
618122Z<>17THENGASELSEERS

€20M=Y(Z):X{M)=5:4"":#"1 MOVE T0";:COSUB748:C0T0216
es’gogi-lroée) ’

G49L=X(M(1,1))+X(M(1,2) }+X(M(1,3))+X(M(1,4))

658L(1)=L

€617 ({(L<18)OR(L>=11))=1TREN7S8

€781FL>ISTEENEXIT1040

€80YORJ=1TO4:IFX(M(I,J))=8THENX(M(I,J))=1/8

E€9ONEXT

708NBXT :COSUB788

71970RI=11076

7201FL(1)=.5TBENEXIT1130ELSEIPL(1)=5.375THENEXIT1138

?38NEIT:GOSUE1218:G0T0480

740K1=IN1§(H—1)/16)+1:J2=H-16‘(K1-1)

750X2=INT((J2-1)/4)+1:K3=M-(K1-1)*16~-(k2-1)%4

760M=K1*108+L2%10+K3

Kad L F ;7 :RETURN

788FORS=1T076

798J1=M(S,1):J2=M(5,2):J3=M(S,3):J4=M(S,4)

BML(S)=X(J1)+X(J2)+X(J3)+X(Je)

E1ONEXT:RETURN

828FORI=1T064:1T] (1 )<>8THENESS

E36X(I)=5:M=I:#" :4"1 LIXE ";

E48COSUB748:EIIT218 . .
85BNEXT:#  :# GAME IS A LRAW

£68G0T01388

878F0RK=1T018 :P=9

€88FORI=4*K-3T04%K

E£98FORJ=1TO04: P=P+I(M(I,J))

S#ONEXT:NEXT

910IF4>PTEENSSE

9261 FS>PTEENEXITOGS

9301 FPCITHENIES

G481 TP<1#THENEXITS68

SSONEXT:GOSUB1218:G0TO5S58

9685=.125

G?O0FORI=4*K-3T04*K

988G0TO1148

O9BNEXT :5=0

1868G 0T0970

191€DATAL ,49,52,4,13,61,64,16,22,39,23,28,26,42,27,43,1,6,11,16,17,22,27,32,33,36, 43,48,45,54,55,64,13,1¢,7,4,29,2€,23,28,45,42,39
1#28DATA3E,61,58,55,52,1,21,41,61,2,22,42,62,3,23,43,63,4,24,44,64,49,37,25,13,50,38,26,14,51,39,27,15,52,46,28,16,1,18,35,52,5,22
1938DATA39,56,9,26,43,60,13,30,47 ,64,49,34,15,4,53,26,22,8,57,42,27,12,61,46,31,1€,1,22,43,64,16,27,328,45,4,23,42,61,13,2€,29,52
1948FORJ=1TO4: IFX(M(],J))<O1/8THENIL11D

1858X(M(1,J))=5

18681FL(I)<STHENIBBE .

18704° :# TRY AND GET OUT OF TAIS: :GOTO1898

1e86# :# JUST IN THE NICK OF TIVE

1890M=M(I,J):#"1 TAKE™;

1180G0SUB?48:E11T218

1118NEIT _

11204 " :# MACEINE CONCETES THIS GAME :GOTC13Ee

1138S=.12¢%

1140IFI-INT(1/4)%4>1THENA=2ELSEA=1

1158 FORJ=ATOS~ASTEPS-2%A:IFX(M(I,J))=STHENEXIT11€EP

1168NEXT
11780G0TCS98
1180M=M(1,J):X(M}=5:4"
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119e#"1 TAKE"; :GOSUB748:60T021@
12086070218
1218FORI=1TO64:IFX(1)=.125THENX (I )=a
1220NEXT:RETURN

1238#° :FORI=1TO4:FORJ=1TO4
1248#J;TAB(J+2);

1258FORE=1T04

1260Q=X (16%[ +4*J+X~28 )
12700N1G0T01288,1328,12680,1320  _
1280 IF((Q=0)OR(C=. 125))THEN# () 7
1298 IFQ=5THEN#_ (M)
13@81FQ=1THEN#"(Y) "

1318G0OTO1350

132o1r((0—o)on(o=1/e)) ITHEN# [ ] 7
13381 FQ=5THEN#_ [M]

13481 FC=1THEN#"[Y] "

13SBNEXT

136817 ((1=4)AND(J=4))=1TBENEX]T220
1370# " NE; tNEXT_ .
1388#"":4" :INPUT ANOTHER GAME 7 ~,5%
1398 1TLEN (S$ )=BTEEN170
1489155%(1,1)="Y "THEN170
1410175$(1,1)<>"N THEN128@

1428FORX= 11015 #"

1430 IFI=3THEN# "#%%%% GOOD-BYE *¥s%kx"
1448NEXT: END

READY
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READY
RUN

WHE QUEIC #ok%

DO YOU wANT TO GO FIRST? 1}

[ 1 ] ( J [ ] 66>1,1,1 INPUT ERROR-RETYPE GOD111<

I O N I A
A I I
3 Ly )
4 { )
b O I O O O R
2 ) (1 1)] ]
@ (101011
Ay S T
) S o
2 C 3 0
3()('?()()
4’(}( )
1 (]11 ] [] i
Z[J[]l][]
g (] [ 3

4

I MOVE TO 411
10y ) €5 )
2 ()3
.’5(‘(,‘()()
4 c 0
1}[][J[]
2 1 0101t
3 1 {1071 1]
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